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ii^lftce It free of charige In addition, if the diskette proves defective at any time after 
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1*0 I HTRODTOTIOII 

WAR IN' RUSSIA Is nn nprrn than fit Ifuel 
gattit fealuring rotrihac ljr(wft:Ei AkJss and 
Soviet afmfesl A RliJ«9lafnmi 1941-44, Every 

acidSo^'iri foitiiuacKJrn? js now underyour 
cDTiLrQL lincludcdl are campal^ games jTor 
BarbaFi045bt \nnD. Cssa BIOr [1^4^ and 

Earh .i^jmif lutn isi olio week in len^ih. A 
game turn cciiisiii^L^ uf: il\ buUdlng anil 
adjusting rrtendly combat ^upa; (2] sup- 
ply] "tj Mnri mevvln^ycmr conibal gjoups; E3) 
pjoitinjl ytmrltees and tactical mciiVPiCilf:!^ 
f4} tactira-fcombat resolutlaiL 

Th enter ;i n'sponsr (o (he conipi I hat 
consists Elf rumi Ik- rs (such as coiiiljd: tii-iLip 
id/entiftciitlon nunibeTs} type lUicnber 
Intn the cDfnpuierand prossi tbi^ <RBTURJSt;^ 

kay. 

1.3 ScTta^ ft C^nMt: 

At varimis pdlAtA during each game turn 

r I- 1 (' I ■■■ I r J I yiv- 1 1' [■ ui I III 1 1 1 :■ w 1 1 ic- | j I : ivr rtej tosave 
ihi:; {J^llc ill pruj^rfHL VuuwiLi ii-Cf^d ftSCItltch 
diais to stare the aaved game data The dtsk 
nitLSt be tnstiallzed forSSl unr diirlnjj the 
g^cne by rollowlni; iiistmciions included! in 
the pame pra^m (Atari owners may uae 
ariv Ausrl /cirmairrrl riiskl- Once a Ejanie i& 
liavfd you wi3l be able tq nestart it at tlie 
pntnf you left off. 

1.4 The Hap: 

The map a 31 x32 hex L;nd rrprrficnfa- 

^ mile? to ttfiEtm. 

1^ Starttngttke Oun (Apple DOS 3.2 or AJS^ 

lii be^nthepime, boot theSc«iarLo aide of 
3wur disk. Tht' tjEurn? wJE] be^En aulomat leal 
Ijf^AftcraeleclJng Lhe s^iartliig values far^xiiir 

to jRSert the Game 
¥i\(ir nfyaiirdis!? If yftuarttialngan Apfile IJ 
w\ ih l^isoiiJ . \'^^u III List flrst use your LtASEtJiS 
disk [f you are ualbgan Apple ILL you muil 
f\z3t go Into Apple II emulatfDn made. 

l.Q Starting the Game (Ataxl)± 

keinuve ^11 cijrirl:dg.es, (hen In^ii the ganif- 
disk lili drive *1 and turn an the eomput^r. 
IfyoLi own 'an Aiiu'i htdd dowti the. 

OPTION Ke^ >8iille t)uptJji.g» 

M GBlffEBALraSGSiPTIOH 

2.1 Parta Imf amtftq f i 

A. Triinir: boK 

a Eiulr Book 

C- gam- (li-^t^ 

D, two map daLa c;ajrfjs 

4bbi«Tlatl(HU: 

AbtKrevfatlons uMd in the gamei 

INF iTlfentiyr 

MO'' n I ■ 1 1 n ri /erl I n Li n 1 ry ' 
panzeiigrenadler 



PZ panzer 

C AV ca™] FT 

MHCH mcchanlicd 

COS guardB 

MTN Dumntaln In^imm' 

JG Ja^eTnigbc LiiEajuiirt 

LW Luftwa^e tnfanti^y 

PARA parifii^liiile tiiiailtlir 
IT ftatitvn 
nw Finiii5h 
film Kk.imanlan 
HUN Hunganan 

n le Toll f)wi n.^ ^ h h n-vi .s M o n h .s r*- 1 r 1 r I h * ■ A v 
dJviijicinBTAHh names nuatfad ot nunit>ersr 

SbO Slovakia n 

G,D GrosadeLiii^hland 

LAH Llebstandarte Adolf Hitkr 

II MOTflM 

EtR J liis Ridcli JVItrr div} 

TOT t b Lv r Lkopf [3 SS MOT dH^ 

rOL l'uli/eEf4 SS [NPdivl 

wiK wikij]^ [& Mar divj 

NOR Nord (6 SS MTN dM 

BM Priilz lL.tifT.rTi (7 Sfi [\TtN riivt 

PAa tloria n fittyr C AV d iv] 

HOH Hohcnstauffcn i9 MOfT dlv» 

PnU irnnv l-^ y^r^ f 1 0 SS MOT d lv] 

Nil Nortikiud [I L SS MOTdiv) 

HJ tfltleiju^d 113 5S MOT dli^ 

HAN" Hfl nflsrh r ' 1 :i !VrTN dlvj 

CjAL Ci^iJ IK ^ ] U 'i I d 1^1 

LET telt*! [iSSSINFdfv) 

(tr Urirhsfiihn-r [IR S5 MCTT Clt^ 

G.B tJ^ji:/ vnn Bcrllchlnficn 

[i7SiiMardiv) 

a.O SEQUENCE OF PUIlT 

WAR ItV kUSSlA Is deseed to be a two- 
sided game: Axis ^m^r\ Tbr Avlf^ rrn rof^ 
rniisi be (-"TTinianded by a ImitiaLj pJa.vt'f. 
The Soviet forees may be commandedj bf^ 
either a human or the craqputetF. 

3.1 Scuuvlo Aeleetlaa FkiMi; 

[>urtn^ Oie scenario selection pha^e^ the 

tlie cutldiljuTiEi under ivhiuh itxtt j^iitk-- 
l>e played The stl-np mssy be changed 

|] 1 jNew Came dt SjR ^'d (ntrm- 
Ui 1 Piak Drive or 2 L>isk Llrlws 
{$} SoJltalTie or'IWpla^ 
(4} Stilftaln Level MEMenculty U^J 

The fw ( 1 . n i. : : iijjy be^alteAd Ify entering tti(i( 

IblJr^vvhn^^ lUlliril.iCra; 

(51 Barbarosa LJun 22 1941^ 
(61 Case Blue {Jun 29 19421 
(7) EltSieile {Jiay 4 1943} 

Tilt AJSfiv'T-i'^iii^Ji d<*ci5 iifiii altowtbf ujicnf^J 
disk drfycs, l^e^ad the user Ib allowed to 
^loo^e between HolrmaJ delaj loops orfaal 
(^ortl delay Ip4p9 iiiirtng the dl^jia;^ of 
CEiiiriHt re^t& 

3lS Scevitio Set-Vpi 

At theatatt df earh game the computer will 
a&fifgn iL^: ' <^ini::ii units td U»trhlsloiflcal 
starting, Hm-n LDji>j. 

A. A\lH Omi^ A4l«Wtrnf:ni.'E^i]nf1 Phase 
R Bciv|et Qiii;FU|» AtlOi^me Flia^e 



C SovJeE Supply Phase 

D. Soviet Movementni&cticfll Plot Phase 

Ev Axis Supply Phase 

r Axis Moifenient/E^ica] FItJt fliiaae 

4«0 GROUP ADJUSTWEin'!- 

Purlnf^ the Group AdJustment-BtJlld Phase 
nf i\u-h turn the pla^trs mny tnljLLSt the 
composition oftlieJrcombatand air groups; 
build new uiitt^ Stories and mil hej^ 
art'.! vsew the current ^Ktiattotl iJMti^ the 
EiLbtp difipl^^ 

■'file IT- ;brr- iw<i ^\■\>^.■^ of f'i->]isba1 ^i i>u]'K Wi 
mechantMcl, (2| liiraiiriy, Axis niechaulzed 
groupFJwill b*? Eisssl^ned Ideti tinea Hon num- 
bers I - ] I , Ax h I n f aiTi c i> Lf n m | jj> will be num- 
bered \2 SinLc^ []L('flibLnij:!'d EjrouTJS^-H'lM 
be [ LUJ iibtj i fd i?4 7 ^. l:^Qvie L in Lki 1 1 r^' |^ruLi{Js 

WiU be tiucnbened 76-115. 

CfHnbatgfoups may contain frnin 1-6 nnita 

fdlvJMJonstin orfJs). Mn/hanlzc-t! LUmLips ]n;3v 
UELly 1:011 Lain ihe fullov^'ing l^pes ciL units; 

PZ. PZa MOT, TANK, and MECH (the iC IT 
MOT nti ti tna V nnt bt pfc&ced in a meehatitzcd 
gniQpj. intanLry groupQ may cnhlalti 
lype of ufi^. 

During the Group Adji^ment Phase the 
nnit rnitiposii Inn of frleiidly combat roups 
niay be altered usin^ the foi towing menu 
mut^nefi II] DIVIDE GHQUP, la^TfiANSPER 
UNrrjN) NAVAL MOV^^NT. 

4.2 All GnmptB: 

EhkK air fl^nup may ronlaln from 0-255 
^{rcmfi ptiliiiFi. Aln.Tii^E'i points represent 
^pprnximittrly 10 coin bat aircraft of various 
1 ypcji. A >; is a i r groups wtl I be n umbered 52- 
57. Sovtrl ^lr^*roupswtll be numbered 116^ 
131, AJrwafl polnis may be ( nan sreixed- 
between fiiendly airfields using the nieiiu 

itrutLnes 133 Transfer aircraft 

4.3 Dividing Contbi^t Groups: 

A combaL group may be divided u^rig ttie 
menu routine U) DIVIDE GROUP. You tasky 
tiol rhvkit' a .iiifKLiii L h a t'UK cfurrentl^iftC'acifi&d 
wttll aiiollier grLHL]>. 

Enter the number ol 1 1H' i^nrmp you wish to 
dJvide- When the compi jrf.-r pronnpts. select 
the type of newgjToup ir? tK- d 1 1' ;3f ifiere 
are no united group nuniberfi oE ihat type 
tben the computer will abort your divide 
:^^up at(eTnpt>. T3ie compoiidir luill^s or 
tbe dlWdlEiggroup will be listed, numbered 
0-6. Enter the number ora unit you wish to 
transfer and press <RET(JRN>. Conttjiue 
the prcH'i-sH uniii ytiu have l¥ani»fciT^ of 
the desired unli.-v Pnras <:RETtrRN> to go 
hatk t(i Ihc- main mrnvi- II (he dividing 
gj^Qup l™rs h]I nj Us component units then 
it will be If moved fratn the Ui9p, 

If the dividing group caeilaEcis arEilicry 
pHilnta then you will be allowrdi to Lranafer 
mmRora^ these pottl.tat«^etu^gvo^P' 

4v4 ABUlenjiig tfiiHat 

Units may be rransferred betiAt-(^n two 
combat groups that i>i:i:ijpy ItLf w.i^'.w hrx 



1 



Thr (-n-m pi ] 1 rr w1 II prompt yrii i ifi +?n(fr the 
numbers oE ihe gaining ajid losing groups. 
Tke computer will list the comppnentuiillB 
of the ln;i,nic!: and gaiQlJtg (buttom) 
groujis, rLUjnbt-red 0-6. tliUer the number or 
the unit you wish to transTer and press 
<REin ^RX . Tan 1 1 1 1 1 1 1-- r 'i e ^ ifi>i?e%s for f ach. 
unit you wisli toiratistc]'. E 'rt as < RETLrRN>- 
to go back to the main menu. The ^Iniii^ 
grniip may n-cxTr rontJ*1n mnrf; 1han s(?t 
unit^ If ihc lo^jin^ group tmns^tcrs all of Ita 
ttnltft thea tt ttUl be na^snivd {raot^iBMp. 

If tht loftfni^gn^up contajiismtillay points 

rlirn ^nmr fir all be.t]^lfiE9!E«d tplillf 

tti II ui iLf turnup. 

4rS Traasferrbtg Alf craft; 

fUtndly aif groups usinj;r the mcntl: itmttnC 
(31 TRjVNSt'i:^ AJKr E^AI-T. "Hie ■; r)i[i|ntU:r 
WlU dlspLijy til't huiciLkt ui inn^rari palntii 
avlalable in e&ch air f^up. Th^ eampute'r 
Wi 1 1 p J'Oni pi yc i li i; u f n ttf lllf m n 1 1- r v i jf 1 1 ]f 
LaslRgandgaliiittgiilr gr^Lip«i^i]d ihcit the 
number of ainrraft points you wlah Lo trans- 
fer. Vou may transfer ll niii^iiiTium of 
^mnqft ^1/1 LS pejr turn. An air |^kip n^^^y 
n & itiAKliTEum of S55 ^rvrftft fKii 

:^th plei()ian& will pcnodlcal ty receive alrutaA 
cclnf««3efnenl;i which will be added ta their 
air rdiiForcemcnl pool lb lian&frraitx^rafl 
paints from the poo) into an air gruup uae 
tilt; TRANSFER AIRCRAFT routine and type 
''R" as the losing group Ithis will count 
icrwards the maxliniiim of 50 tranaferable 
alivisft painty 

The players may vleh Ihe map and Lhe 
status of thelrfon^s using the menu routine 
(41 MAP DISPiAY. The game map is .1 1 hexes 
wide and 3;^ heite& high yet only a 1^ x 7 hej£ 
section can be shown on the screerL The 
map can be made to scroll acixiss Uieacreen 
by mov3iig the white cursor to the appru^ 
pilate edf^ fif the map The cursor can be 
moved by [y pj rig the numbers 1 ^ ( L = nortli; 
2 ^ northeast, 3 - southeast^ 4 ^ south, 5 ~ 
aouthwiest, 6 = northwest). The un lis on the 
fiiap Eibatruct your view of the terrain 
In their bet Tti view the tn^p without any 
units p3%sa fD; pre&tt <3PACE> and the 

lb view the mntents or find the IdentlBca- 
t Ion nu tnber of frle tid ly ^jroups on the map^ 
move tlie cursor on Lop of Jhe j^roup {or 
stajclEl and press 4 U to Look. The identifica- 
tion number of the gt^upls) will be displayed 
alonRw^th ihe component unltsSTFeENCnil 
EXPEHrr-KCE and FAT[G[rK The group^B 
artllkiy strength and enti^ctviijent let^ 
witi alsc be displafycdr 

1^ ¥lew the rnllrr mnp on anr RfTfT-ri ttsr 
inenu routine l^j b E HAiTiGJC MAl^ LJJSPLAY, 

4<S lhiltilli i|( f FtftTifUt t' 

The pktverFi mav bullcl r;^i-rnrles cm 3 umH In 
whJtdi they have \ nr more points in tiieir 
compleied factory pool, Tb buDd factories 
UFW mrnn routine RI.]Tl.r) FAfn'OTlV. The 
computer will list ttiecUglblc cities and tlie 
number of ractortesi of each type that the 
eltycumenly supports^ Enier ihe lumihernf 
th0 city where your lactoiy wlii be bullL You 
raay buDd 4 tjipes of Stories: (1^ Heaiy 



i n tl us( A'. ! 2 1 h » If . UT f an 11 1 r i>'. (41 a J mmft 
You may cuelLeiiuc buiMixig factories' ujitjl 
the factory pool niiachc* acrst 

Hie BUILD FACTORY routine may also tie 
nswA I o d Isma nt Ic factorlcit En t e r ttic m i rm - 
bcr of the city whose factories should tts 
dismantled There 1b a ir^ndom chance that 
^oine «r all of the factories wsn he sTjceess- 
fully dismantled. Dismantled lactones will 
be converted into construction points rang- 
Infi, from 1 to 5 (.^cc section Only one 
city per turn ma^ attempt to dlauiantle 
factories. 

4,9 iidUUMf ItWK 

Kew uniiR mav he hmlf Ejslng tht menu 
fPUhnc mJII.n r.l-iVV. New units miiF>S he 
built in a jriendLy LXintruLlcl I'My with :] 
pCrpulatlnn gi^atcr tlwiTl aCRS (this c LI y []i.iv 
nc3t hr jic^jacenl to Hu ^rrtniy iii]in. Tlse 
i:cjriij.JuLfr will list [fie I'ltleH lliaL tiicf t the 
abuvf [: rite riiL 3i[ L L f r 1 be I lumber of the ttty 
i]] whk}] you will ')ilHi5 ihr' wrsv imitlis). Viju 
wiSJ Itf. pro][]p(t'd C(j (.']iLrM' l[ic i>pt' rif^rtjup 
( met: hLt r] i:;f d [jr infant jyj in wtiii'h Ihc ncW 
un 11 w i 1 1 1 »[4>ui 1 1 . I n j^i I us I Lci n s wh t-rr hi ] I ]i) - 
ing wi»ijJ{] L'reate an ovt^nilac^k f^itudtlcin or 
If all of the i^TJup mimbrra for the gelectwi 
gnjup type arir tjelnj? used 1 hen f he e ompi]- 
ter will abort i\w bulid attempt- ihc (oial 
nuinljer at un i ts contniUed by a pliiycr may 
never exceed 199. 

Tht' Scjviel player nuy build MECH, TANK 
and Itlt'l-L iy|«; uriltii. The Axis pla^^er may 
build PZ. [NPand elite SS type^ uiiLls. Th^ 
A.\J:5 player whirls 11h' s^ame with (cur elite 
uiiUii ILAlt Di<, lai'aaid WJKj. Starling 
In 1^43 the AhIs player may buiidTHRE£ 
add^t^onal tlue Sa unit»(HOH. fRU and HJl 

In lfl41 whf'si Ihf' Soviet player selects a 
RIFLK unit to be b^illt there is a random 
chance that aCAVunitwlLI be Inillt Instead 
In +1 and 42 ^whe^l rhe A vip. |:iloVf?rflel(?el R mi 
INF unit to b*: bujli i l ie re is a Ritidon] 
drtance that a MTN unit wUl bebuilt Instead 
In 411. t i and 45 when the AjfJfl player 
scJecls a]i IffF unit to be buiK there is a 
mndom chance that a LW INF. SS INF, SS 
MTN or f M n h wl 1 1 he bi ] 11 H nfltcEid. in 
43,44 and 4^ a lien the Axis player selects a 
l^i^t to be InijiLt there Is a random chance 
t£i^ ill SS unit wUl be buUt Instead^ 

The c rjinpulrr will dti^plsy the m;3x1mnni 
combat stren||*lh for the type ofunil tn he 
built Yfly will be prompted tfl tntd' the 
=it rrr fli b pni n1 1^ 1 -n br p larral in i hr new i] nil 
(this number must be at Icaet 10 and mu«t 
be a multiple of 10)- Infantry am! vditijle 
pcilni!^ must liff spent [nlTi]il(l cfiniEwJ 7>f)inE>i. 
Listcci ix-low Is the wai per comiKaiL poini 







vehicle 


INF 


1 




WFLE 


1 




wm 


1 


0 


CAV 


1 


€ 


MOT 


i 


1 


PKO 


1 


1 


PZ 


i 


I 


TAPfK 


1 


1 




2 


I 


SSdtte 


2 


I 



ThcciiinpiiN r aiM iiui ^llow rombat polntB 
to t>e built without adequate totals fif the 
Infkntiy and vehicle poola 



Liuteri hejow are the ftlnrllng rKprrleno^ 
and maximum strengths for each type of 

unit 



INF 141-42) 


70 


70 




10 


90 


SSINF 


10 


90 


MTN 


10 


GO 


SS MVJA 


10 


90 


CAV 


10 


60 


SS CAV 


10 


90 


JG 


10 




LWINF 


10 


m 


PZ 


10 


150 


SS PZ 


90 


300 


PZG 


10 


130 


SSFZG 


10 


140 


SS PZG tmJS 


90 


300 


MOT 


10 


100 


SS MOT elite 


90 


140 


TTMOT 


10 


100 


rriNF 


10 


SO 


RUM INF 


10 


©0 


RTIVr TAV 


ID 


SO 




10 


60 




10 


SO 


FIN mr 


10 


120 


RifLE 


10 


a0 


ODSRIPLE 


10 


120 


TAV (41-42) 


m 




CAV $43-44) 


10 


m 


GDSCAV 


10 


120 


PARA 


10 


12b 


TANKUa41t 


10 


m 


MECH II941) 


^ 


&o 


TANK (42-4^1 


10 




CSDSTANK 


10 


140 


MECH 142^] 


ro 


1^ 


GHS MECH 


70 





All German units built In 1941 ur4l^ will 
have a slartln^ experience {^f 70, 

4vl0 Naval Movement: 

Playera may transfer frtcndfy unius bj- sea 
using the menu rtHiUne fNI NAVAL MOVE- 
MEfn'. Niival [iiuvement niay be pErTontlfd 
between two friendly porta adjoLnlng the 
^me body of water. Listed below are the 
porta £ar each boi^iil wftteh 

5>raM;sJ:iprjl 
Kr.^Hnnddr 




WHlTEi-^KA MuniLLicLiik 

Apiayc r in^ay i ra nsfe n ■ n ty ( i ne u n If per turn 
Jneach horK'nt wnter. ThH-Snvlrt pEavermav 
neve r use nav;!i | m fjveme n 1 1 n 1 he ll; 1 1 ( i c 
N'aval movemen t is not allowed I n i h f ■ Wh Ite 
Sea dmlng COLJ> arud VSaar CX>LD weather 

Infantry grri'iip^ mn^l be prraent ^ti boih of 
tlt^ ports fnynlviiid. llic^ will be the gEilning 

and liHlnggmi] jjs nrqutated try the compu- 

tei- In the NAVAL MOVEMENT tuullne [the 
pmenjurc i& the same as Okt l;raji!ifei' units 
mutlitii- lANK, MECH, PZ. MOT and 
FIN WFimitB inayn«eri|iKi|S9^iB^^ 

Tbend a game ahead of schedule use menu 
rotttine^X) ENDGAME, fln^ih playetT^sEiLusltj 
agre^ before ending the gaon^ Ttte cotEtputer 
11^ display Hit ami scoTO 
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5-0 SUPPLY 

Combat unlls must bc in fill [jyjiv Irs nrTnove 
FallgLie, rccicivt^ replace] i]t;iLlii aiui tiuild up 
arllllt ry. Air gmups must be In avipply to be 
eil|Etlble fr>r nrrikf or 1nttrve|J(lun mlHstfing. 
AJ[ supply a<7iLoi]ij rcv olvt aiHuLLilil Lhc UKOl 

Asffl dFpgts ^ uumbcmil 58-63. Sovlel 

fi^A BtefHt MvKsiiHift PliAM: 

At the start of tht^ depot movement ph^i^ 
all frl«nd]y dc-fNUfi will be aLitoiTtalfml^ 
returned m Lhcirticsignatedstartiisghi^ywa 
If the depot's^ stdTtln^ hex is currently, cwt- 
hy rhc 1 Til Tin- then tlu- depot may 
not I.U- Lisfil (hincii^ ih*: rMTTeiiL [ufii. 

During Lhc ttepol Movement Pliaac depot 
units muHt br moved sequientiaJly. A lAepol 
II- 1.-.' M):u|)liTi- M;^ move befarc the nesrt 
Jii^ier numbt-red depot can start ftg move, 
DepAt ii ni t3 may enter friendly raj I friendly 
c-L ly. f I i ■ : I r . b n d enf my rai L hcxcg anly, I>epot 
unlUi may never enter enemy jecines of con- 
tttsl fsttfc 6rlO}, A dep4>t paya no penalty for 
tTiK-rinj^ CrlendJy rati and city hsiffis. Fbr 
eiiuh clear or enemy rail Hm a depot enters 
it will ^oBc some of ItK ability to remove 
fatigue fmm fh/oulLy units. 

Whn ■ u depot ends tts m we It will d Kl 1 1 Imte 
supplies to eveiy friend unit wllhiEi tvio 
heices of the depot's rndtng local Eoci. Mi 
friendly uniii^ thbiL wrrc (Hi^iblt ity rtic t^ive 
supplies wfll ht c:or.Fjldcrcd IN SUi'E^E.V far 
the remainder of thr 1 um. FrlendJy t ucnbiii 
^rotipsi tlial rccrlvc supplies may have fa- 
tigue reduced in eacli f^f Ua fomponent 
uhHsl The amount of fatl^iut- rrEikcivfMj (mta 
each unit variiee with Uie number ofpetvetlt^ 
hexes (tirfir. enemy rati] the 4«!pot eiitec^ 
during, depot movement 

PSMAL1T HE3CE^ FAtlGUE REMOVED 
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5 14% 
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Ehartng ^LtpoL iijuvt'iiiei]i a depot tnav enter 
a maximum of 4 penatty hrtn^ For fatigue 
jnatipv^] puTi^i is^'-^'i is lidded nvihr tmmbrr 
^penalty h^Kc*" (or Aida dc[MJiti(lurln(iRAiN 
orVERV0OLP{jln weather. Fbrfailgiie 
rr-iriiltal purpofie-s I ts si.iT.i[rLi(1fd irnTU iJn- 
jiuiiiber of 'ptnuKy hexea' foi' eath lOOQ 
vetilcka a player hse In his pool 

If yx>u move a depot Ifttporrectly and you 
HFlsh to start over, prees the (A) k^taA.l3«^0. 

MOrr. P7.tl rz. MECW LiNc3 TAPfK type units 
that have Eallgue reduced trill Consume 2 
supply poln ti Other imlls that have fa t igue 
tt?t!Qf;eri vri\] L4»nsumel pupply point II i!ln' 
aupply pool l eachefi zero then there witi liv. 
no fatli^ue reduction fnr thp rematnder of 
ilu' [urn. A player'.-i^ ^Lippiv ]i"ol will not be 
dJaplaj-ed, tmi supply points produced 
during the production phase maybe accu- 
mulatftl up ro a maximucn ivt 2r^rt .sttpply 
poiiitii. An will be dli^piaycd during 
supply distribution for tacil nippl/ pqlnt 

C<Nrnbi:U 6;i Di][is may only recctve $iuppllee|. 
Iteinoyc fatigue) once per HJUHIk 



Tiic players have the upuon of u^in^g th.c 
Auto-Mow function at the start of each 
depot's niuvt. L'sln^f ttul(}- n-ifji-r ^^ depot will 
automatically relniee Us previous move 
until it entexB a hex that 1b not a frteni^Ly 
jsiJt ^ Menf% eitj^- 

After e:u h depot has been used to distri- 
bute supplies It will be removed ftrttm the 
map imtJl fhi start of next turn's dtipc^ 

fiofidfav Rail Hekw 

Thirifig the depot movement phas? drpK>ts 

may be i Rrd \(> l^uifd h-ii'iiilh- r;il[ tirxes- 
Move the depot lo ihe deiiired hex and press 
m to build If the neecsoary con ditions ame 

mcl thon r^iil (ic\ v:\l\ hr hu\}\ In 
flrHii£*natedJ]i'.'^at Lln-s[nrl o\ the- \u\n. 

Itull hexes may only tK tnillt in ttt-inr or 
enemy rail hexra. Itati heioes wtU not be 
butlt on the fcilluM^ngttfttiitf tl»r:we$^^ 
RAIN lor tliaE turn. 

The Axis player must aheruute J]is mU 
qt>n!i^truE-lt^n between the area north of 
hexrow 3 1 I in cIl if^^w] ;i l^ d t hv An-n nf 
hexniwZl fcxrluwlve}. On die tLrst (urci Hk' 
AjcIs player may only desil^jnale a hex in the 
sauihi^m area for rml i imsmn'i ion: on ihe 
second turn he may uidy di sij;[i;ii e a hex In 
the northern area, etc 

r>i-p£nf< that an.- umd ir^ rlr-slgnatc rail con- 
e^tructlon will be returned to their Starting 
htx and may be moved again ts) distribute 
9Mpp]leK 

A [n:i k1 mu rn 1 ?f : • ; I ■ - i i j ^ i f x m my [h- Ini] i t by 
eaeh player ai lilt atua't uf caLli Iujtu U yPU 
de9l|rfiate more than one hc^ for ihII coji- 
sirufiinn chenaitl^tfeKj^tlli^d^lg^t^^ 
will ix- used. 

Diiring tlie dejjot movement pliaser thfe 
messajfe [BlUlLll liATL will be displayed in 
tuvfTSf- tfi reoilnd ih:*! a rail tonstructlcjiJ 
hex lias uut been designated forthecuitent 

The ISlUPfH.V SCAN function may be used 
duriiii^ def>r)1 rnrjvrmr-nr to show which 
frten diy groups liave NOT received supplier 
The supply Bean viasesaUfrlendlySUPPUED 
#!napt ikt)(ai tlii! display^ 

6^ MOVBIHEIVT - 

TACTICAL PLOT PHASE 

Dun tig the Movement - Tatl ifuil Plot Pliase 
frieTidiy unlt^ may receive replacement: 
(-i>nihiii .m ciuiKs niiiy hulid up artillery, en- 
Ircneh. plot tact lea I n][5vement nreonduct 
strategy mowement^ air grciupa may move 
ar^It>t^£sti:a»9, 

lb perform any of the acuons listi^d above 

youmusi: first selert the irtf''^fr(-Hl LTmnfj. "['he 
computer wili di spiny tltf aidiy, uiuve the 
eiirsfji on iijp nf thcgjroup or stack you wish 
to -wlecl and presii [(Jl io j^rt th'*? urottp. If 
yovi fQet a stack acid 1 in e computer It^cts 
the wrong fjroup then press |Q| and the 
computer will fwiec:! ihe other gmii[> in ilif 
stack. When you have confluded yuui ul- 
llflns with a group you may press |Q) and 
move the t-LIS'^nr io ^ fiil'ferrnl F?'''Jtip 
press \N\ and tJn^ e(i[]iput'Cr will auttj- 
matieatly select the iicxt h^ernumbehed 
friendly glwp^ 



AAeryoii have.selrrted a unit the cotnputrr 
will list ihf fyi lowing menu options: Movr: 
l-tJ for ^(r^tcgic movement, [EtJiAMEWK m 
ehcck the en n ten ts of the group, [ Fyfil '1-A( : 
to add rep(aecmen ts orart il lery. TAC '.^ n iJ^JT 
to pint taetlcal mowrtjentJXI KAIL MOVE to 
mt- Tail movement. rNJEX'i' LJNrr in Rcleei 
the next sequential |;roup, ^AlfjOKl' i» i^tart 
ovtr after a botched move, and (TJ^RHAIPT 
a? cT^^ all ^Qupe frosB tbe map ajoki view 
terrain. 

MiM sliown oEi Hk display aie the CLrkREPn' 
PLfD^riivhldi applied onlylfyau have plotted 
ta.i-lieal move men 0 and .urtnip ^iTATt.JS^ 
Listed below are the atatuii ccjdra and their 
<^^»cripueaw 

U UnsuppUed ^rmip may move or en- 
trench up to le«-l 

5 Supplied, grouf) J [lay nuii't:, [-[11 n ii ^-li 
'idd replacements or artillery 

M Mov'ed.gcvupeligltiletocantdiiuc^itraCe- 

glt movement 
N No aottons HUotKed 

AS. Stnttc#e MtmoMiilt 

Stmatej^e Tnoveine;nt may be performed by 
^ir ;3]L4E £i>jiiti;j| groups* Combat groups 
that ^1 ra t cgic movement may not plot a 
faetlcal mo(ve, build upartllleiyorentrench 
fjn itir' H,bin£' ium. A gn^up may [[[.it rcveive 
rcpimxmeniF^ i^lier it has used strategic 
mtfvcment. Air j^romp? that use strat^tc 
mn^ etiH'jK in; IV no! iK n-dinbat mifl^^loris in 
the saute turn. (Jn;tups ihat use Strategic 
movement wl!l return all of their arillleiy to 
tlic cLriiiLer^' poal |sec 8«ll|'aiid hme thelr 

iTil reiH'hiiieiiitH. 

The ntiiither (jf hexes I hut may br movcdlQf 
the vartDiiH EfrtJiip lyprs is, as foIloWK 

Meeliiini^pd 4 
InlkntTy 2 
Air I 

move a tCK^ [ t^d )JX( i u [>. ec Ui' [ r r [i [i iHT I - 

6 U - north, 2 ~ [luftlicasL :j *uuihea»i. 
4 - south, e - southwest, 6 northv^tji, A 
ffrnnp m^y enndruc mnvlri^t; nnlil il hiQS 
u.s^-'d i(ji movfniiCiJE tdiuwiiui-o. cuicrs a 
swamp or mountain hex or en ters an enemy 
70 ne nf enn(ni| iZOC). The computer will 
automatlealiy abort a group's move if any of 
It's component units exceed 94% laugjUeL 

Mr gi^ups may only enter clear, friendly 

r;ni. frtrnrily i'iiy m^d enemy rail hexes 
ii [J r ij ig 3t rat cglc iTi (jvem en t- Al r groups may 
not enter an «nemy ZOC unless a friendly 
stttenchct!t eombat g^up Is In the hex. 

Combat finmi^s thai lire OIJT f)F StiPPLY 
may rtturvE ej cnuximunt ol | h^x durtng 
atratef^ movi^nenL t^itnip^thAt begin their 
iiHivE' i»t frirnilEv r^^il f>r rl|y heites are 
i:iiii»idert:(J IK aiJHFJ>V for strategjlc move- 
mehl putpnscK. 

6r3 Rail MftvcniiCnt: 

l^tlJ [iiuveinenl iiia tunii £^1 HErutcgie mo^Tt- 
ment Tb tise Jdall movementH selected group 
must bej^n lt^^ l^!^^ve iMi a frtenflk' rail or 
f:Uy hex. During lail iiiovement a gniupmay 
only enter friendly rail and city hexes. 
i;";mtips m-Ay U^vr entef t-nemv -y hi n 

U^ll Ig iUl L IJ tu veinen L Wi thin ihe a bt tvi: 1 lkI e£j 
t^trlctioha there is no limit to the Instance 
a g[viiip in ay ErhUi'l usitiji^ rriil mo'\'emenl. A, 
maxj Eitu m of 3 ^rou ps per t um niay KiiK rail 
cnjoyement (exciudli^ depots moviKl durtng 
the Depot Movemeat PhkiCll; 
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6n4 RepJhCEiDCDts; 

FHeiidly combat groups liidL are In supply 
may re«Hlve rcpJacements (in mutHplpg of 
10 1 r r. <■ 1 3 1 la n tf/rv h i ] 1 1-H ■ I v ^1 Pf^i LfFh dS' r Ei f ir 
L-ocnpoiieEil LLrtllii. tiniups (iiust jntLeive re- 
placements BBFOR£ Bdfjing artillery or 
usliiiif Hlratrjilf inrji.'*>MH'>il. (Ininpf^ may re- 
wive replactmciju jitter Lllt^y {jIol laciical 

The cost rcn^adding T^laccfnenl points Is 

Ihc -^imf rhf ('[jsr rf>r 'h'liUlflliLEf nrvf 
t o I n tici t ptj 1 1 n ^ iHct 4.^?-J. A u n 1 1 's tixptriencc 
will be reduced wben repldsenientB are 
ad ded (m« 

PMt:nd)]rT:niTiibat i^upt» Ihul qn* in ftuppJy 
may buLlil up ihdr artillery »tren|;ih. Lfac 
the{R)t;HJu:ichc^vr K?utjn« for the aeJectcd 
jjrmipanil press 16} Id add ar+iHery. Thirty 
LLflitU'r\"]Nr>in(!^wili hr id i hi' Hrlf<-:ted 

group til" tlie artJlicry poul tun Lai ns Iqh 
than 30 points ihm the remainder of the 
pfwl will bp a<ickT 1 1 A v[nv. nn ; 1 1.- ; I f iii ; i, n I tleiy 
flnljf DTscr per turn. f\JLt:r bidding artlLlexya 
group ittay no* move or add neplaemefttA 
(or tbc m«iiii(^ of ai« titni, 

Sue tlutlut Jli»T«nnt Ploi; 

Hctf^l rnnvernent is plotted during the 
Mi>\fiii<Tii "r^n'ihsLi rini rtia.st and cKct^ut^ 
tjurtng I] k' Uh t ka3 tjoccuiion-Combat Phaae. 
Mertiianlzccl i^roupts may rTttivf< 3 hexea^and 
infiinl r\'srrKiik|>?i I lu-fi |i<"f LunnisEi^tatnlcsJ 
muvc^iiien L A I ju?) jcal plot is a &lti\fAt litatrw- 
titon 1 -3 ehameter? in lenph, thatdeflnefia 
gmiip's ninv('i]n'nt durtn^ the eKe< utki[] 
pJiy^ NiimeriC4il char9cti;r? j-6 are U3«cl 
to plot movrcnent ^n a partifulax^ eamp^iHi 
dlrfi-l inn i^ r f>.2|. Iltr' [r-!l i-r "S" :i I end 
tiJ ^ pi*n iti^itiv^m Lhe^gnmp loaUatk iii the 
plotted direction but NOT to move. Ifan "S"* 
Ifi lUCPiitlfd In ihr mlrtfiir r>f a icirjvfiiM-itr 
jilol IhK' rcriuLlsidcr (lE Ihr pifkC ^tlU be 

mi]ii-n-d ^ii ' ^Sfr' [iliMl uiJiiJd bf jnirrprctecl 
as b1 "5S"J. "lin' If I Err "B"' :i.l ih^ n'lid rjf a 
movement pJ-oi iiTstrucHi t hi' group Nt> J" lo 
move or attack but only to ftre an artillery 
bomttardment. A "26^' plot w-rstilri InniTnjrl 
the (^up (d bombard clu- Jjiici'jit hf-a. 
norlliea^i of chr thf firing ftmup, A "6" plot 
Instructs the group to do nothing ipaMt^ 
fpr one tactical movement scgmenL 

Mectaajsizeri ifnuifK^ may move iwitf itsjie 
hejc per PCiiii ii nr. -.A-t^ T.oi during tactical 
execution: in i j ti i ry groups may move nnceL 
Non-combat groups may^ Urot move during 

Bxamplea Esftegal nieibain^'N^fl gn>up plotii 
arr n ^ f n I F( I : r .M i I S 13-1 ; I J I =">f 1 '■ f':r2 II 

BxanipLc^ ui k^J nilantry group pLgt^ 4nc 

ss foAowK (G>4 (loss mm. 

Combat will occurdurtiog taetjical execution 
wlH nt-wr ;i j^rtinp attempts to fodve Into a 
heit aecupicd by an enemy grotipL POr a 
gpHsup to attack an ciiemy^ !!^^i>up In an 
adjacent hcs 10 (hf riorcEifiisl. m«vrmcn( 
plot IBl sliown above could be usied. If the 
defendlny^ unit is forced tt} retreat dtulog 
ispmb^t, I hi; "S" ill rlic cntl f)1'l hrj)]H>t would 
ioAlruri t tie ] ackln^^j^up MtJT la advance 
into the vacated hex. In example Itil ahatm 
K^hfAt: rhf "H " :]i rhr'<-jifl ijf the plut tipplira 
only to i:uT[ibaL I hat wcurs durti^g. the ae- 
cbnd tactical move. Enenqr ZOCh have no 



TACTICAL PU3T SU AmAE^ 

1-6 (djireetidn 

B r^top 

B js^ombardtiiciii 

LEGAL nWAOTiW CitlCMJP PLOTS: 
d.4S. 

l-ECAL MtCi-IANIZEP CROUP PLQfISc 
OSl jcUl, ^ 

ft.7 stBckingH 

A maxtjtiucii uf two frlcDd 1^ gru up£ may be 
stacked In a sinf^e hest tn qtrate^ or 
tat'tlcul mnvrmcnt fl^iTii:|i in:i'.- ni-v4T ''nUT 
a hex occupied hy Iwy trlfrjdty ^fnuupa juf 
any typel. EHirtng depot or rati movement 
gfQiip!^ in;sv p;ifl?i 1l!irii]f.'l! ,1 ficx 1b;jC L-rtn 
tains two utbcr Jriritdly ijijics buL iiibiy not 
wtoplnan mfemBclwd hejc Groups may nfjt 

B.a CntTcnclimenl^ 

After id] iini.\rT^ Illlvn' tu rn completed ihe 
compnH 1 wil] attempt tn entinencli all of 
youirelik^ibJr unilSL Grfiups ( t]at nsrri f1 nitn 
gic or [liLJ nitftt-riTient or plotted (aclit;ii 
mqveinent are not dlglblt to entrench, 

There are six Icveta of entniinchmetit [0-S|. 
£aeb eligible uriii; has .i ^0% i-lMvnff i?f 
achieving Its next tiiglier level oe eiurcnch- 
mcnt, 

Groups fn Jewl 3 or 4 entrenchmentB may 

not ilrlilfw :i liifSher Iri-j-l IfOr H'f >t'"St.:]^|^NV. 
Groups wltb enLrenchmcnt iCTel&0-2 liliy 
ttelileve a higher lewei reg^ri(tl«Q of ttelr 

6.9 Plotting Alrstrlkes^ 

Alr^it nhey arc. pl(i 1 1 cf If d U rl ng tlie Muvesiient- 
Ibctlcal Plot Phase and revived duhng the 
Ifyri IfJi! Efffv^illon CnmbatPhasr. Atr^nps 
Hiat are lN-SUi*l^LYimd did not move during 
tlH tum An eligible to plot alntrikes, 

For each eligible friendly air group ttie 
computer will display the map wiih the 
ctirsor on the group's location, by presning 
the direction kiys l-s you msy "ffy^ the 
cursor to a tarp^et hex aiMi fhcn prn'i^stB) to 
bomb an ciicmy \- \ i_v ( Lo deal my Ca t; t orical or 
(G) In ground atiacK enemy groupla^ Iei the 
hsjL Foratrsmke purposrss Axis alrgroti(5* 
h4Hc VL majEtmujifi range of 4 hexcii; Soviet 
air gnoup4 tmm a maxlmufii mnge ^ 
hexeSk 

When "flying" ihe cursor lo the tanCEet hen 
use the tnnsE dinpci route- possible. If ^mi 
makt' ii rtUfttLiki' In mfwing the cursortben 
VBe the LAimiUfl key and start over. 

If you do not want an air group to plot an 
OlTistTtlGe then press \Ql and the program 
i0i mma to ittt next «ilj^be mr fpeup. 

ifi-lO 2fOntf» frf CantTDl: 

AIJ groups an the map have a aonc of 
control LZtSCL Each group projects a 20t 
into the 6 adjacsoit h^sjtn 

- h no I'lyret on laci Ical mrjwemenL 
lJiJinji|i isirate^ movement comhat groups 
must stop when enieting an enemy Z/OC 
)C^t%t@raV[pd^ iii^ retrcAt latam erteir^ 



TiOr frciiy If [lie rr-treat hex is ocnipled bya 
trlcndly entrejictied group. Depots may 
nmr enter an enemy ZOC, Groups may 
tieverrnterancTiemy 7.0C u^iiitr rail mm-e- 
menL Gicjups may mim- direuLly from cne 
' OilBljay controlled hex in another enemy 
con i roElef [ hi-v n n iv if I f n ■ d e-^ li u.i mi n h r= v I a 
DCCUpietl by- J Inendly t-;N J KEvNfULD ji^roupL 
AJrHelds may only enter an enetiiy ZOC if 
the cuntaMs a. fiieiH% entrenched 

^UUfi. 

7Ja TMmcM. sxBcttnoii 

C01UIW PBA9E 

i>unng the 'KicticaJ l^ecuticm — Combat 
Phase tile movea/attackB pievlously piattaj 
wfO becifficixisd: uata#tlfefellfl«^!igfltiS|^^ 

il] Alrstrike FU;wlutlon 

i25 Flr>*l Plax-er llcleniiinatlifti 

iH] Fir^i Player Mcni-JiienL 

i4) PI rst Flayer Attack ReBolutlDU 

ifjS Set oEid I'l^iver Mnvemenl 

(Rj S(t O[iU riiiycr Al t;ic k Ht'SOJuilon 

(7J Finn P]:^yer Met hax]l««ft Mkjvvmenft 

im E-Timt Pl^ayer Aluu-k Resolution 

(9) Second Player Mechanized Movement 

riO) SeramdPldQWf- Attcu^ IteMlutioii 

7.1 Alf strike ReuihitiDnt 

Mtt.1 rtke v^ll be rtesolv^ u^g the to} lowl^. 
sequence: 

HI Air Ld Air ti^omh^n KesoluiJon 

I2T Potirbir^GnHind Attack ffBsoiutlDti 

1)1 air toalr combat each supplied enemy air 
k;rnLjp wit hit! 2 llrfits of tht ttiTget hex Will 
iiiienept (he t>ombiii:ggro|ipialr units that 
moved may not In terc^ during the mmt 
tumtr Bombing grnijps^h' I i fiLiiitt-f-esi^ort 
will aulTer fewer losijca ii\ iur ttj ajr tctmbat 
n F I d inflict highterlosses on the intercepting 
tdcrendEnfij rij;^htFrs.AJratitkeswllh a rjntrf 
of 2 or icB* Jrom their home bwsr will 
automatically have a fighter est on. inter- 
cepting air groupa that had nlsn p 1 01 ted an 
E&Ct3iFITED airstnke on the ■^imf 1 um wjE] 
hltenxpl at only W of Elielr atrvrafi sErpngth, 
AxlsalrgroLipHi ^vlll tye TWICE aseffeciivees 
Soviet air gronpii in air tn air combiit: 

Follow! njf air to a1r com haL Ihe tmmbini* air 
Lfr^Hifj wilt suffer 1 to 3% "riak" losses prior 
to attacking the largtl. Jf the tariget is an 
enemy city then the bombers will atiRmpt 
( 0 dest Rjy ftirt nrlcFi. El will n-qsi ir^ r-ii.! ninirafE 
pototj9 to have a 5D% ctiance ol des Lroying 1 
entmy factory- The MAXIMUM number of 
fatttifies thLtl ni.Li' l i^- ili f^rri>veiJ Ls<-qual to 
0OMBIWG ALKL RAl-T KJi?rrS / 50. fracliona 
rounded up, If the target l« an enemy air 
group thcii ih^' rc^rfffE ;itr tjrrnjp wl3l suffer 
appruxjmarcly L flJrcrafL puini lasaloreveiy 
LO homblng aircraft points, [f the tflrgrt ^ 
m'\ enerJiy TOTrbiJt cnv in llir-hi iip].:ni?;ir]i;n(Hv 
I latlgue point ^^iJl jddt-d ajid 1^ Btrejiyih 
point losses will be suffered ^earb of the 
lar;^t prrnip Rt'^imprnf n1 un Its for c^-f rv S 
attacking mLri'ij^i'l puintiL Soviet boiitbeirs 
wil t be one^haif Bsehecttveas AxMbrmilscrs 
[the exampU^jiKti ^rtiove qxii Ibr C^n^^ 
bnmbers). 

In poor weather the re js a thance Lhtit 
overcast will obscure the target and prevent 
the attack. ITie chance of ai-Bn afit (nr f .ich 
type of weather ta CLEAR-(i%, COLI>-20'5b, 



4 



Pwjr weather will aim reduce the effecttv*- 

:i<-ss nf :i]r :3an(-ks as fnlljowft ^0DlI>Jl3filL 
Vf.K^' RAllV-79%. 

Prior rn ryrrnrin^; rhr rrbf-Urnl m eriTm rn [ 
plcitH the computer wi\l ^Ict ermine whleh 
player Win be the first player for the current 
liim. In Iht- e:Lrh- vr^JTS nt ihe Wftr't-Sl -1-^! 
du ring [: Lear wcitE her the Axis player wii I fje 
the First Plagfer 90-^5% of the time, During 
the jalrryearBof lhc w.irM^-1--ll orribirlnE* 
pcrlcKis of COLD, VERY COLD or KAIN ihe 
Soviet's chance afbecomtng the Fij^l Piisyw 
'nUt tDGfefasfl, 

7^:iiwtlad lti»v«iuMs 

Ml combat ^ups that plotted tactustt 
TnoveTncnl win ex€curf rjn^lr Jiio^'^'ft in the 
sequence shown 1 n 7.0. J ! t hf Axis is the first 
pjteiCVer then AkIs Infantry i^oups would 
mnvr durJn)^ Fjrijrnfnl An Axis Tnrchnn- 
iixd group that plotted laclljcal move "23" 
mukl move in dilution 2 dua^i^lri^ent 

m- 

tfill inove combat gpaujis se^umtlaJlyt In 
gmup (tituaber oiiSen 

Comt»t grtHlps [h;ir ;ir<,^ lnt^^^Jt(' lo cxcr uk- 
iheir move a, tiuit ha u^nLi^iiitk ur illej^l 
terrain wlUhain^the tniiialiidjer^ 



7-4 dmliatt 

Comtiat ^ups that attf^mpt to mow into 
an enemy nrrnpifrl hcK rliirii-i£r tart leal 
movement ^vlH not niove bin wllUiilach ihe 
enemy grmipf^ In that hex durlnje{tiie Attack 
Resoluli'fui SeftmejU. \f iiifirf ihan one 
fnciidfly gi^iip aLt£:3^tpii» lu etilei Lite ^me 
enemy oecupled hex during; the ^me movt- 
mtni srf-f»]rn?]H Then iir^>nps.vrni (-nm- 
bine their Lomliat slrengili^ in attactt 
Attacks are resolved sequentially; in XT- 
TACK^ group lijiuntt^ ptdi;^ 

Prior to asAauhtngan enemy occupied hen, 
the Lilr^it'ki[]ji^ groups will Lomblne their 
&ni Ucry^s ir^n^ths b^imbard the enemy 
grnupt^} In the tftrgjet tw* In addition to tht 

artlllE^ry pntntn in ibr. ^itliirking grailp^ 
caj(;h unil,wj|hlTt Eh? ^tlH[:kLitg gittiipa will 
*tf 4 *tJ> WinWKSIC ARtlLUERV strength to 
(h*- bismbsirsETTicnl. .\ unit's IhliiA^lfC: artil- 
\ery is tiijULil 1u I , lO iLb ACOUSIIuD^COIXt 
bet strtnglh- 

Tbe^ects of artillery bombanltnents a.re 
Identical to thf rfff f/^s of ground support 
aicatrlkiSk E^h ^ j 1 1] leiy po^n L Is equivalent 

7.e Combat Odds 

The result ufeajch iittack is dependent on 
the <?ombat odds calculated by the com- 
puif.T. fiiiribat odds are dt-rf tilIishvI ii_v 
comparliig the Adjusted Conibai SLrt;ngth 
lACSj of the attacker to the ACS of the 
defencicr. Tiic hnsic ACSofat^batiUnJtls 

^CUlated Killnw^: 

tlOQ ^ FJCHGUEj / 1 0000. 

The ACS may be further modtfled by the 
eftects of lerraln (see 8.3). weaih» tsee&4j 
and entrenchments 7j9]. 



Me<:haiiiili^ ^Mitptt have their combat 
stirn^ths mul 1 ipllt^d by 1 .5 when at tacking 
units defending In dear iar ralU terraliL 
Soviet mectiJLnized groups wlU iti»« receive, 
thta bojina iptll Ot^l^feT 1^2, 

'fti^prF-.'^c] n ■(■■ I i- i'TH' my mvii i i\ i il zed j^rrmps 
lil ttit defender s kcx will red lice I h e m ul tl- 
ple for the atfcacket'a mechantzed efroupfs^ 
The fjcriH'titage of reduction isi-qiml [ntbc 
ddiiiiler irueehiaiit^ed group strength divided 
by thi total defence alreii^th. 

b{echani2cd giuups wlH not have their 
blmigths enhanced whenattacklngdi^irlng 
Rain wtather. Axis Mechanized groups will 
not h^vr thrlr Combat strengths enhanced 
wiicn aitai:klng ia VE^ COlM W^iiteF 

7.7 Bc&wlCT n«lnai> 

Lfiaiicd bdow are the defender r^tt^t^bttnceft 
^ t];v& vvrlOMJt tit»atii^ odds 



1-1 or Jm^ 

^- 1 or more 



RETREAT 
50% 



Defender groiu|^riitiyni>t retreat Intci n heat 
contain jn^ 2 frier dlv grnnp-H. ncfcuder 
^uupsmay nol ret real suits iin t^iitmy ZQC 
isM^ an en trenched friendly group occu- 
p(c^ Ihr hex. rfcrfender jjrtnipswillaumfiidpr 
ti a rctrci^i is not available, rtie 
direction of retreat will be debentiltied 
the computer. 

Air jjncnip*^ frjrrrd in rrfnMl iiflcf <;f.irSiS>iU 
Will be dcslryycd luy-tc-'id- Pestryycd air 
groups will i¥tum of their aln?mft to 
thp rn'infnn'f'mrnl p(j<i1. J'ics] rayrrl MlrfJnjLipS 
wlK be rrlurned to pl^iy tin a friendly dcput 

entry hex ww or turri* faUo*i*inB tJfcfir 
di^etructljctn (with *ero airtirftftl^ 

C'l'Oup^j fJ^T^^iKlhi^ hi ;i 1ornrif-f3 i will 
NEVEK itLitat, Defend ing grou ps tliJt li^sve 
surviving ent renchments AFTER theat tack 
will NEV'FF^ r!;lrea[. Tlir prrr^i-nt.-iEiir n( dr 
fetidercj i Lrt^ichmenta destroyed Is sis lollow^ 



2-1 or less 

4- 1 
6 1 

5- 1 

mode than 8-1 



20% 
40% 

eo% 
ML 



Functional cntrcnctimcnts an; rounded 
DOWN. 

7.S Attacker Axivaacej 

In combat situations where the delcndcrle 
forced to ret real t he attackl ng gnmptsl may 
advance IrM'j rln- viifrJEccl hf x, F^ch attack- 
ing m€chanLzed group has a 90% chance of 
Srdvanclng Into a vacated hex Each Infantry 
£roup lirHift nn]y a 30% c-hiuuir of .idvanvln}^ 
Attacker groups that plotted an " S"' at the 
imd of their tflctical mcnn: will neveradvance 
LiJ'l-rr comlial Ai [at.'h't'r ^rti-apfi thai f.ul U» 
advance after yambiii will i^cd Uic re- 
mainder of their ta£tical ptet 

Knt renoh cnei i ts red lkt i hr c ntccT?* of e n e my 
Mr^trikiefi and bombardJuenLs^ Each en- 



trenchment level prtwides a miiltlp>e t^ a 

defender''^ AC^fic defender with rntn-inch- 
ment 5 will have his ACS doubled). The 
eifeicts of ench tevd of eni^imciimeat A»jtA 

LEVEL BOMl^ARllMEMT WUI.TIPLE 



6 




iJO 


i 




1:2 






1.4 






l.ti 


4 




1^ 






w 



7.10 CvmbaC (^maltJes; 

Listed below are the AVERAGE casualty 
percentages that will ocxuratvaho^us com: 



beitodda: 






0DI15 






l-f^ 




A% 


IS 




1% 


1-1 


10% 


2% 


2-1 




4% 


S-1 


2% 


lt)% 


lO-l 


1% 


20% 






4m 



The strength ]>iii3ii li i>,st's indicated above 
VHHtId be in addition to the lasses caused by 
prior aiistrikea or bombardments. The at- 
tocJcer casualtlea will Increaae by 10% for 
each level ofentrenchment of the defending 
group, Thus a S-1 attack afijelnnt a defender 
with level 5 entrcnehmt nis '.vcnild rnujie 
7.5% casualtl^ on the attacking force At- 
tacker losstes vdll never exceed 50%- 

In combat sHuatlons where the defender 
.'NCS Is less than or r^Mii] In OSli, the 
attacker casua It tf^ will bi^ .drJn Uhedcfen-^ 
sive /Ire from alrfleldf? tar shiiiieied combait 
gFoup« wduJ4 be n^gUgibtej. 



f'driibiH i][iH>; f^iiiii fiilE^in.- wlifiii'ver tltL-y 
are muved or arc Involved in cuinbaL A 
fraction of a unU's fatigue will be cemoved 
each turn that the uiill Ih 5>!;ned ii] iiupply. 
The amount of rati^juc gained thraugh 
movemmt (inrtuding retntats and ailvancest 
vartn u-Uti Ihc iviJe cjf tfr rain entered and 
the type ol wetuher lhc: riormal f^itigue 
points gained for enterinjt^ each type of 
HTQiici an- liiitcd below jSM - sirate^glc 
movement TM^^ tactical movemenij; 



TEliliAPJ 

clear 

city 

Itin-sL 
rati 

mfjuntfttlt 



■ 5 
B 
5 

SS 

iEiipas«iable 



Ha-FATlGUU 
10 
10 

10 
10 
50 

r-.o 

in^passabie 



Mechanized groups using tactical move- 
ment to enter clear cfty or rail tenatn 
duririjiclfar iji' njild T+'entfier wUlsufferMiibf 
haif itic i]u.j r]iyl fail^ue. 

Groups using strategic movcmcnii iierosis a 
river while leaving an enemy ^OC will gain 
an addllliinnl 20 fatigue points Hnoupft 
uatng tactical inpyi3n£ntacfDS^ a river will 



j^tQ 10 ^ddLiLucuiJ JbiLi^Lic puint^ (ZOCs 
haxe no efTectj^ Units never gain fatigue 
wfien ualiifi R^iii ^^(1v^m(;^t. TTic normal 
fattgue cDsL:^ [iiLiy be muLilplled dunng 

oo[.D X a 

VEKY COLD X 3 
RAIN X4 

(A,lls J i+4 L ( 

Whenever eiomlial uccur^ ^I1 of the imits 
Involved wlU sufTcr tJ-lg fatigue^ polnta 
During Mid. ytiy i^old or rain weather the 
atlaeker r^tiguic prnaitywlll be DOUBLED, 
Unlta forttd to rcrrrji* wlt( suffer 10-80 
addlLlurtjE fat L|^uc poinlF>, v^rytn^ w^th the 

unltk 

i^tiguc will ne-ivr eKceed UiiElSi w^Uh 
r^tlgue will suller 25% -^iii-ui^ih Jdhh 
F^rh Mme addjlional fatl^UL^ addc^l. A 
■?Qijibal group that contajt:i!i ocie or 
units with 95% fat^ue may NOr iii[]vc„ A,i 
the end of each turn umUs will h^i^ c d-ir lr 
faUgue reduced b^r 1%.. (TnUft why&c Uu i^^ue 
exceeds 94% duf\o i:u H(al movement or 
relr£-£i(1[i.iTwLll [ir.i l];3V'cthf^rjC«Ll^||!ii^ 
on tl]f SAM L Lujii. 

A nnlt's P K p*' n i' net- rr-flcc- K i L h (-^^^^■ r JvrnrHS 
OS a coiiibai force. A uiiiL'si expL^nrnt^c will 
Increase each time itpartleipate&tn tjU lin ffi iii it^ 
A unit's fMsH'i iiTice wJlL dfiTCLLsr f.\mr. 
that UIlJl JL'^LuLV'tis r¥|>iHL''trini::EiLH. Soviet 
MECH unlts^ Axia ellt£ S$ uults and stU 
Gerinnr] i[]]i1>i durir]]; ]fl4T -42 ni!! stifTrr 
less c;.\p4iru"nc:t rt^tJuiUkun ( han other units 
when 9iddiixg i^plqqcmffJltBt 

At the end of each turn all unlta wfith an 
f\f)<-T-ifnr-r U-ss liiii.ri ."^o iviM (un^e their 
cs[iencncr lntit:iisiet] by 5 poicjis (when 
pleytng levels 3 or 4. the Soviet RIFLE and 
OAV I m E1 s \ic Fi 7!>% chn nrr f>r dfl I ii h )ii i. ■ ?! 
pt-riencr^ Ihc Soiiet TANK and MECI [ Luiiis 
have a ^% chance of j^nlng ejq»rleiioe1. 

Bi3 Terrain Effects oa Combats 

tn cakulfiling eombat udd» ihc attadoct 
oombaL atrcn^tli may be rTxIiired by the 
type of terrah^ ii] [he drfnuJi r's Mrs. Mated 
below are the erfetiH itft-.iuiii type oTteniilD 
on the attacker stn-[ij^i h: 

DEFENDER TKkRAZN ArrA<:KER 



dear 


X 1 


rail 


Ai 


city 


xl 


fo^rtlfied city 


X 'A 


forest 


X 1 


sfwamp 




mountafa 


>f% 


aii^oiB river bexaldf 


XS4 



1^ a^1tU>n IP the above [lated effects an 
atlaclufr j^mup'si strirnfitti Is halved when 
attacki ng out ai a swamp or la Tortiried city, 
Terrain effects on combat arc nim ubtlve: a 
^^up aUacklri^ out of a sur<imp, arross a 
Ttven and Into a mmiRtabi hex. would have 
tt9^i^4h diviiled hy IS tH^^ J?t Mtx ^ 

B.4 WcaUueT: 

Th(! weaclier in tidjuaLccl at tbc cud oJ each 
turn. LiSited bel^mv IlitlMstther prdhabU' 
itie^fdr^eact) month- ol^tti^:^ti^ 



JAN COLD 75% VERY COLD KAIN i% 
FEB <Xm> 75% VEfiY OOLD 20% RAIN S% 
wm CO!:d .i7% VFMV fX)LD 10* ftA)|f^l% 
APR COU> 20* liAJN m% 
tSAY CSJEfiR30%. RAM 70% 

jtiN aJSj^Ti% HAmmtf 

dtiL CLEAR 100% 

AUG t;:LEAR]00% 

SEP CLEAR 1 

OCT COLD 20% RA[N iiO% 

Mfeft? <XHJ[J 75% VERY COLD 20% RAIN 5% 

tmii GgiJp79^ y^ss^ ootp2Q% rain i^ 

From I December 1941 to 2S Februaiy 
1913 the chazH^ Tor VERV WBftUle^ 
whLlheeO%. 

Certain type? of wcJiltuT wiji aJlttt the 
player^g ability to Httaeic or Buppiy ttielr 
|V I n ■t-\. During p(-Ti I n ] ^ I :.r R/\ EX ; 1 1 i 1 1 u 1 1 s \i 5 1 ] 
\iuvK: ih^rattiiick sLrc^ii^iti halvi^d and Axis 
supply will be reduced {see 5:21. HAiN re- 
duces all st rrili'fi,LiL- miii Uu-[ii;il ]T]iAriruTM 
faLes lO OML liEX per Lurri. In iW41 VKKY 
COLD weather will cause AntA supply to be 
rt'dui.-i-<l ?^:2l EJiirlnji; I9t] Mnrt /i2. 

VEliV CQLEJi weather will cauBC Soviet 
attodw to be DOUBLED aitd JbdA aAtdcira 
Will be QUARTEttED. 

Durtijg COLE) or VE^FiV CflT.n wf ;jrhi-r all 
rivers iuid &w-dLmp& will l5c iro7,en. Frozen 
rivera will have no cITctt on moviemen t or 

forest hexes. 



8r& I'rOduCtiDa: 

At iht: oE each turn eacti player will 
i*eeivr infantry, vehlelt artillery alreraft, 
s.Lippiy«Dri new ]'(%f\f\\y ii^um.-, ^^ns^■^1 upon 
the number of the vari^Lta Lypeioi liiciorieii 
controlled Ijy the players. The list below 
s^lo^^^ ib<- in.niii:3C'r uT factoiies fej|u4!red ta 
butld each typ|^ ol iLfim; 

9 Veblcte flMTtdtit^ - 10 vehlole potnts 

flir^'iri ~ii;i.\h[ULrn In pwlt 

10 antllery laclarteB - lU Lirtiikiry points 

t^SO mmX\mwn In pml 

#tt^ f^(i^^ - I airvT^fi point 
1155 rajudmutn m 

1 aUjppl/lsnpitK^ - 1 supply point 

r^[^S ntdHlniuiii 411 pdcl 

lO population polnte - 10 infantiy points 

l2fi5&.tlUltlli]U[n In pwn 

10 bedn^ ihduatiy ™ 1 CDnstmction point 

ft^B niiUTliTiUiTii lit poqlt 

Sconatrurtlon points - l new factory 

yilSfi nnijfiiisM.m 4n. Sly 

BuHclEflU, fiU'1<irir'>i is u iwn slr[j prfsccsH. 
Flr^^l I K'^u'v iiiiliistiy wJiL buitd (.'oti^ true lion 
poitJl^. Cur]»1r-ui:tion pasnLs witl 9ccn- 
muLatnl by \\v ( inrifiiiier hui nf)1 Re- 
displayed Lu Lhc pi^y^'i'^i, NcKl Cuu^i^tmt: iioj] 
potntKtrtU be eonverted to new factories in 
lli^ farlot^' |i<inl Ki'c ETtaKicniiTn 
number or ux-a- kKtutK^-ihui be built in 
one turn isequaltoCONSTTiUCTION POIPTra 
■ 20, I'mcl Innjii rm,]rf1r-ii rirswn. Dismantled 
iiiciortf^ft wiiJ be converted bach into con- 
struction points (1 dismantled facfctx^cdi^ 
i/Ktis to 5 construction points)* 

in ift-tri there iJiaSO'Sfti-bianrr Ihritthc A\!s 
player ulL] receive no pnodtictJon. Iei IV14 
there 1» s 50% chance that the Axis player 
ifll^ ilMeli«.iio.|AiJcii^^ 



Sovlei iiifantiy n,^inJorccmciit5 will vary 
according to the month and year. Ustxtl 
briow a rr t he m od1 flcrs for the^(n46t b^Gil^' 
try rcl nt'orccmrn ( points 

JUW 1941 ^ UL 1 941 X 3.33 
AUG 194 l-DEC 1942 X0£3 
1943-1944 V.0M7 

S.G Lend Lcanc: 

SuirLing in Lkjiuber ]y>4t the f^uvlet player 
will twelve "lend tr^ae" shipments. Lend 
ICei^' vhif]menl h miivbr refrlvrd In NORTH. 
SOUTH or EASiT HusBia, Lend tease gh£p^ 
mrnts witl ronslst of v^dcte and ftlreraFt 
pnintK. E.<'iift kMFie ahlpmerttj^. will .m;irt 

but Willi Increase each year Lend 
lease shipments that arrive fipm ihe NORTH 
will be I wire an lar^ Wti^^^ 
the nther areuii. 

The computer will randomly select the area 
arrival for each lend tease shipmenL 
Listed bekw aiij^.tlie ci^iAoi^es Af aiid^ for 

eachi^j;^^ 

ShipmcMiis BLhedul<^ to Arrive Id the 
(sraK-n i win be ^n^M if both Munti4)t«k 
e(^j4 Archarigfel arc A?c(5 eontroHcd. Shlp- 
nteiitfi ^ehAjuied la artlvt in ihc MOHTH 
during the mmiLEis OCIXIBER thni APRIL 
will be canceled if Munn^nsk J& Axis con- 
trolled. Shipments scheduled to arrive Hi 
the SOUTH w^ll canceled if Salu £s Ak^: 
conlrolled. 

Shipments that arrive from the N'OE<l 1 J will 
be subject to reduction by Axis bombing. 
Supplied Axis air groups within 2 hex«s of 
t he NORTH edge o F Lhe map wEl I a I tack 1*- nd 
lease conveys tlias anlve in that area. Kach 
^iln Eaft point tn the boniblngatrgroiiplitia 
a U)% « banceof "bittlnjEt" I be convoy. Eacb 
hit wiU destroy 1 lend le^is^ a Irrrafi point or 
10 lend lease vehlcEcpialntFi. Tbcir E!5a50% 
chance that the Axla alrcmfi wtll fait to 
£i,ttaek the rM^nvny rinr to poor wen l her. 

St II pint: [Lis J ha I arrive lietwetn tXJJOU-Eik 
iind APRIL (winter^ TTitty not be uiied by the 
Sfndrt p3f3vrriiii](-s?i Miinn;insk ismnnceted 
ill Archiinj^cl by i^n unl>ru^cn {must br J'rrc 
of Axis utiltB or zones of contrr:'li i il I iru' 
This Niil line mTjfii pass thrfltij>h ihc hex 
southwest ot An-h;sn£*el. ir ibi^i nitl Une ls 
broken then ihe winirr sbtpmcnts wUl 
4H['f i]nnil!i le fit Miimtjani^k unlil Ihc r^lf is 
ni)iai]t (ir iirHL] liic eiirk oi wjnter LNtavl. H 

Au tninji^l Ib taktft tiy the Axis player, all 

Ir'iid Leasf ^^hlprneiils will MiTiirrmiMre in 
EVIurniaiLsk ujiOJ Art Eiiiri^cl la rrc.'-^pl uri'd 

S.7 PhtOhiiib: 

StajTLlnii- in E^»4Z A.\Ls. raiE iLnes wEll be 
subject lo pkirEisan cit tacks. WEth each 
piaasing year Lhe Frequency of partisan 
attacks wllE increase. F^rtlsan attacks h'III 
only destroy Ajtlg rail hcses built in Ru&gJ& 
Partisan atlaclss will never occur In am Aidg 
unIVs ZOC The Axlfi player may reduce the 
frequency iaf paxllHiin allacka by ixyjk for 
every 1 50 poi nts ma in i ained in the In&ntfjr 
pod tacyrig as «ecuri^ focceai. 

Friendly groups may never use strategic 
moveEnent to enter an iHiexi^ caratnalwd 



dry. Friendly groups that tactic^al movir or 
advajice after combaL into an cncrny con- 
trcdied city wlU capture the dty^ Captured 
cFrses will Eiave their pnputetlon redni'd to 
zero and all fajcHoric& except the supply 
centers wiU be deoftropd E^jdt ttrae a city ts 
pt I] i¥d.''nefqap(ui»4 ItQ #p|%c$st1ni8i.iid^ 
be halved. 

The gjime wll! end autDmatlcally if the 
Sovl rt. frErivTr fo n t POls Riga, BHsfit ;t r i < I . ■ il h c r 
Konl^sbergarBuchaRsLTbeg&mc will end 
autonuiUcaUy If the Ani^ plsiyvr cnntrots 
Moscow, Gorki bir]i! Ki]yh>'BKrv, and the Axis 
pl^^ Will awaked a 4ef:lslv^ vlct$>iy. 

AjI Llirr\- ni;.iy bc ^dded LO cortlbat gruupffl a( 
a mtc Elf 30 points per t^m GtireipQ wtth 
more than 2 30 :inil]rr>'pi5liit.s may not add 
artllEcr^'. AJL .irciMcry points are autamatt- 
cally it:tunied to theartlJIeiy p<»l whenever 
a gmup movra nr ad^-ances after f oinb^il. A 
group perm tine ntly i:onsuixies< 2h% (if itg 
ftitJ tleiy pn1 nl s each t Erne it fires a bambfird^ 
ment AiTl!ler\" poJius may hr rffstroyed: 
when a group bticnbarcted or jgjx>und 
attacked by the enemy. Jf a gmup Js forqecl 
to ret neat after combat l4bi!^^.<7f UsiutUJery 
poinis are deBtjro>'ed. 



9.11 Soviet Re*ftim«: 

In JLicLf Li[]d July cf 1941 the Soviets wlil 
iBceJve 4 time? IhclT normal Infantry rein- 

forc-emfn( prjlnta. Thtfi represents tlie atCl- 
vaiion ut ihc Sjovict reserves in the early 



At thircnd ofany turn In whJchaSovlet unit 
liLis bo(h a F>rrpn£*tli greater than 40 mtd 
t'xpi'ni^cHic great cr than 80 then QiaL unlE 
will be rrnumtierr^ dnd dwriffrmtwl an a 
"gtiardi^" unH. C.uards tm'ts are atlnwed a 
hlglicr m^ixnum alrenglti tJian iiurxuaL 
uiiitft of tlie. BatM .^1^ 



SaS vm Dw^iMitiaBii; 

In iJaTiuui^ 1942 atl Asls MfrTiinKs will be 
changed ta PZG units jind have thetr maKl- 
inuni strength fncri!fiQed from 100 to 130, 
SS MOT uislis will br- L-hangrrt (o SS PZG 
and the eJiie SS unlls whl have their msxi- 
mam. Btrex^glh incr^ftsed to 200. 

En October 1943 the el|t« SS untt^ Wtll 
be changHl to SS PZ units. 

When fiL&ylng at soUtalre levela 1 cxr 2. the 
SOvltt player will reccJvr' ^jihcrinn rr lnfnrrc^ 
inenl unlt& Tiie Suvkn playvr \4]ll receive 
one combat group (containing 5 j'ulL 
strength corps with rKprHcnoc levels oi'70l 
per turn, Hie Siberian nrinfnrrement^i wllJ 
aJwaya arrive In Kuybyshev Tliv reinforw?- 
me-iitswEl! [lor .sm^'f in I ! K^Aljvwfie^' ]£jAxls 
ooiilrulJtii, |2| EiLjyljyiSu-^' u I JLddy contains 
lwl>S{!ivleL groups. {3} the maximum number 
of coifnbat gimips nr uiiitg are al ready in play. 

When playing solitalne ]fT, ('l il tht- Sibi- Hnn 
relflforpcments wtll arrh-t Iroi i l ^Ju i u- l b ruugh 
[ >r:ci?mber 1942. When playing sol Itaire level 
1 the Siberian rtiiifijrcfmrnts wtll arrK* 
from June J 942 through 3 hrend of the Mrjir. 

Bjo vwmm coiiDiTioiis 

At the end of the ^^a me vtetory points will be 

lnt{ ■aliLh'd .md CIk- lf\Tl of V'tCtOt^' Wll! be- 
deLtJTiiined by comparing the ^Q^res ai the 
two playem 

9-1 Victory Points; 

t:at;ti player wtll Ecore 1 victory point tor 
eaeh frlcndty population point or supply 
t ciitcr Ipainij? arr iioc rrfcived tor the Urals 
or Germany) and 20 points for each con^ 
b!Q}led city, Th#Axlsplayer scores SO pcdnts 
fore^fh month hr Huri-KTsi Starting January 
1943. VLcloiy points are DOUBLED when 
fdi^ti^e the i^bctTtaofefiiarti^ 

flandJc^ poHitaajreawvArded {n ttievarlQius 
BcenarlcH to provide plfu^ tHilaii^ 

Barbanisii fHhortl Axis -1-300 
t::ai»e Uluc (iihort} Soviet +150 



Subtract the Axis Victory Palnta fmm the 
Soviet Victor^' Points and compare tlir re- 
sults to the following table to dc termJ ne t he 

1000 ajid up StfttH Declstw Vlctoiy 

EOO to BEfft SavieT Hi ]bfTtant tvc Victory 

100 to 4&& Soviet Marginal Victory 

-99 to 99 Draw 
^99 to - 1 00 rgE n ; 1 1 \''3ctory 

999 to -SoO Axis Sub&iitnUvc Victory 

-1000 qr leas Axis Dedofve Victory 



10^ SOhlTMBE PLAT 

Wh pi avtng soli taire ^ mes t he contpu ter 
tatH commajid the Soviet forc^es^ There ajne 4 
Itt^ls of solitaire difTlculty, Tlie level of 
dflTicnhy jft dete-rmiiLcd when fifarting a 
neiw game and tnay be altered when re- 
startine a saved ^tmtL As the ievcl number 
Ij; dE-meased the Soviet foitcs wiM receive 
Hiurc reinforcements and will be allowed to 
gain experience and entrtneh FASTER 
Alsft as-ttir level nuciibcr Ih dfvneHsed the 
Scvlet forces wtli atUett more effectively 
auilng, VERY com weather before 1943. 
When ptaytng solHaire le^f'ls 1 and 2, the 
Soviet pl^er will receive tlie Siberian rein- 
fbrv^ements Isee S. lA}. When pl^tng at wit- 
(aire irTfFs 1 nr 2. the Gernian units may 
move a inaxlnium of TWO turns while "oiit 
of Supply^ and then may move no ftirtber 
unlil pl;iecd"tn supply"' fc'ie i :-ni| iMri.T \iil] 
not inform you of this, it will juiit keep yuur 
mitt fnsm moving): These leveJs maybe uted 
to handic ap a two playiT game if desired. 
Level 3 la considered the ' bistorieal" level 

It iH poHfitble to FitFirr a fjjime In solltaiie^ 
niud^ save it, and ihfri restart It as a two- 
plijM^^i^m&Ti) do tills set the main menu 
tn two player mcid« tKfon Aloadlqg Uie 

saved i^nic^ data. 

]( ih pij?i.-^3ble to Siiveu two player game and 
tVflian ti as a solitaire ^me. This shoukl 
on ]y tie done cxpcrl m ental ly as C he ^ u i :i 1 1 
1 er niay be contused by many huiiian devi^ietl 
4j«plinrmcntaL 
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CASE BLUB SCBNARIO 




ZITADELLB SCENARIO 




MOVEMENT FATIGVB COSTS 








clear 




10 


clly 


5 


10 


forest 




10 


rail 


& 


10 


swamp 


25 


50 


mount^n 


25 


50 








1 * = stfategic mouemeni 




1 * TM • tacttcal movemefti 





1 WEATHER HODIEtKR FOR 

MOVEMENT FATIGUE COSTS 


CLEAR 


XI 


COLD 




VERirCOl£) 




]iA\N 




VERY COLD 




(Axis L9413 


x5 ' 



COMBAT TBRRAIli EFFECTS 

DSFEiHDER XERRAIK ATTACKSR 



clear x 1 

rail X I 

city X 1 
fortified dty 

forest X 1 

maun La in X 

iacxDBEi river hex&L(ie X W 



WEATHER PROfiABIUTIES 


'Win 




RAIN 5% 






RAIN 5% 


.m-TLn 


CO] ['} 47% VFRY COLD lO^n 


RAIN 43% 


APR 


C'Oi r> ^^ri'i^ f^iM Kn% 




M AV 






hJ U IT 






JUL 


CLEAR 100% 




AUO 


CLEAR 100% 






CLEAR 100% 




OCT 


COLD 20% RAIN 60% 




IfOV 


COLD 75% VEKTrCOU>20% 


RAEN ^% ' 




com 7^% yw^ Qou>M% 





PRODUCTIOH CHART 



5 vehicte iactories - 10 vehicle poitits 

ti^SQ majelfrtmn in pbatj 

ID artUlefiy factories = lo arttllety points 

(25Sn mi!s1iinifn tn pqofl 

2Q slrci^t facUJrt^ - 1 alrcrafl pQinl 

m^miun In 
nmrarccfncnl ptHiU I 

1 supply center = i supply point 

10 pupLjLiilon pointH — 10 Infantiy points 

[2^^ niaKfmuni In pool) 

10 hssayy kjidtistiy ^ 1 iranptiiic.tlot]. point 
5 coiiBtniiCtJoKfpetotB - 1 new factory 

each type of Idtliiryl 



If yau ha*t any questfons or problcrns rv^prttni^ the proj^mjn nr game, please send a self- addresed^sl^mpe^eEweM^fw wlthiflB^ 
question to; SrRAT£G/rSJftft.'L.-'\rFrJ^'.SfiVf '.8^^;"! Sric'Viif Mond, Biftgi, A-SOOt Motmlfllfi VfeMi, GA jSMO^i^JPS;^- 
Or ciall Rur HotUnc NLiiJiber (4151 964-1^00 rvcrv ■Lio*-l<r5.iv. 1 tn I'P.S.T.'i 




LEGEND 

®> 

FOREST 
MOUNTAJW 

o 

SWAMP 

o 

SEA 

o 

CLEAR 

o 

RIVERS 
CITY 



o 



SOVIET UNION 
RAILROAD 



o 



AXIS RAILROAD 



AXIS RAIL 
CONSTRUCTION 
BOUNDARY 



STRATEGIC SJNtJLATIOniS tnc 




